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VILLACE CiUlDS - If yon dratv a village, chedc it for special fnsQiiclims Am place noet teyttur vfllagns. Vt^e cards 

are where weapons and warriors are made (spawned). Most can only spawn 1 weapon or warrior per turn. To spawn a 
weapon or warrior, place it from your hand in a village. On the next turn, you may move it to the battlefield. If you lose 
id! yeiB- villages ym lose the gaine. VSOi^sbs cannot attadt bnt Hiey can defend, liiey do not Idll vtarriats that attack 
them. Villages can use 1 alreaity spawned weapon. Place behind village card if equipped. You can store many weapons 
in a village botcan only use one. NOTE:- You can have up to 8 villages in your kingdom. If you have 8 villages and draw 
another, discard it and take next warrior ftxim deck. 

WARRIOR CARDS - If you draw a warrior card, check it for special instructions. Then place in front of you safely behind 
your villages. This is in your HAND. Do not hide it from your opponents. Warriors are the leaders of your armies,, tliey 
lead your villagers into attacking the enemy. Warrior and weapon cards must be spawned from a village before 
entering battlefield unless specified otherwise. To spawn a weapon or warrior card, place it in a village for one turn. 
MoStldUagBs can only spawn 1 weapon or IwaiTlor per turn unless spedalinsmwlfolis say otherwise. You Can have 
as many warrior cards in the Battlefield as you want regardless of how many villages you have. Warriors can only 
attack once per turn unless specified. Warrior cards retreat if they lose when attacking a village unless specified. They 
can only be killed by o^r warriors. 

WEAPON CARDS - If you draw a weapon card, check it for special instructions. Then place in fix)nt of you safely behind 
your villages. This is in your HAND. You do nothide it from your opponents. Weapons are special tools used by your 
warriors and villagers. Villages and warriors can only use one weapon at a time unless otherwise specified. Villages can 
store unused weapons, but can only use one. Warrior and weapon cards must be spawned from a village before 
entering battlefield unless specified. To spawn, place a weapon or warrior in a village for one turn. Most villages can 
only spawn 1 weapon or 1 warrior per turn unless special instructions say oUierwise. If you kill an enemies warrior 
with your warrior and aagrhtfire a wei^n, add llie weapon to your hand and you mayplaceitittavQUigeoBtiwiiMtt 
turn to be spawned. 

EVENT CARDS - If dnmm, follow special instructions. Event cards can dunge tba eoniM of lAe game j ust as events have 
changed the course of history. 

SPAWNING - After you have rolled and drawn a card and fiillowed any special instructions, ft Is jninr turn to spawn 

warriors and weapons. First move nny weapons or warriors that are in your villages from the previous turn into the 
battlefield. You may also place weapons behind a village for the village to defend with [but they can only use onej. You 
can also now assign weiqions to warriors or move diem from warrior to warrior. You nugrttani^aoelv^u^^ 
weapon from your HAND into eadiofjrour villages to be spawned on tiieneirt turn. 

ATTACKING - After ROLLING and SPAWNING, you mi^ attadc vrtOi any of your warrims hi Oie batdefldd (you may 
NOT attack or defend with warriors in your hand or in villages). You cannot attadc jrour opponents village if they have 

un-tilted warriors to defend. 

When ATTACKING A PLAYER WHO HAS WARRIORS DEFENDING, announce which warrior you are attacking with and 
TILT the warrior card on the playing field. The Opponent then may choose one of his warriors to defend with and TILT 
his warrior card (players may choose not to defend with a warrior and Just let you attack vtlh^es). Players roll the 
corresponding dice to warriors they are tisingi (example 4 dots = a 4 sided dice Is rolled by the cardholder) The die 
result is then added to any strength bonus from weapons. The lowest score loses, and the losing warrior is discarded. 
The winner of the fight can ke^ the weapon (if any) of the loser and add it to their HAND. Leave the victorious warrior 
tilted until the end of the turn as EACH WARRIOR CAN ONLY ATTACK OR DEFEND ONCE PER TURN. If the player 
whose turn it is runs out of uatUted warriors, their turn is over. If the defender runs out of un-tilted warriors to defend 
with or diooses not to defend with warriors, proceed to next step. 

When ATTACKING A PLAYER WHO HAS NO WARRIORS DEFENDING their villages (or chooses not to defend or has 
fdrea^ defended against other attacks with their warriors and has no moro un-tilted warriors tO de^nd with), 
announce which warrior you are attacking with and tilt the card. Announce which village of your opponent's you are 
attacking. Roll the die for your warrior card and add any weapons bonus to the roll. Your opponent rolls the die for 
their Vill^e and any weapon bonus. Only one weapon stored under their village card can be used. If the attacking 
warrior has a hi^er roll, discard the village and the attaclrar may add any weapons stored under the village to their 
hands. If the village has a higher roll, the attack has failed and the warrior has retreated till next turn. They do no lose 
their weapon or die. The same village may be attacted and can defend over and overJrweaptm or die. The same village 
may be attacked and can defend over and over. 


